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BUY Madden NFL 21 
, see at Walmart and receive 


RAVENS HALL OF FAME PACK 


including Ray Lewis, Ed Reed and Shannon Sharpe 


Ray Lewis Ravent a auctee 


waven® 


vens Safety/DB 
Ed Reed 9 HOF Inductee 


Tight End 
Shannon Sharpe Ravens oinductee 


Only at ct 
Walmart >< 


SINGLE-USE CODES FOR MADDEN NFL 21 MADDEN ULTIMATE TEAM (“MUT”) CONTENT MUST BE REDEEMED ON https://www.easports.com/madden-nfl/mut-rewards/code-redemption BEFORE DECEMBER 31 


2020 AT 11:59 PM PST. MUT CONTENT REQUIRES MADDEN NFL 21 ON APPLICABLE PLATFORM, INTERNET CONNECTION, AND EA ACCOUNT. EA ACCOUNT REQUIRED TO JOIN MUT REWARDS. MUST BE 13+ AND ‘ 
ACCEPT THE EA PRIVACY AND COOKIE POLICY (privacy.ea.com) TO REGISTER. LIMIT 1 RAVEN'S TRIO ITEM PER EA ACCOUNT. 


© 2020 Electronic Arts Inc. EA, the EA logo, EA, EASPORTS, and the EA SPORTS logo are trademarks of Electronic Arts Inc. The mark “John Madden” and the name, likeness and other attributes of John Madden 


reproduced on this product are trademarks or other intellectual property of Red Bear, Inc. or John Madden, are subject to license to Electronic Arts Inc., and may not be otherwise used in whole or in part without the 
prior written consent of Red Bear or John Madden. All rights reserved ’ 
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PLAYSTATION 5 


Get to know Sonu’s next-gen console before it launches this holiday season. 
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Experience a new chapter of the Star Wars saga froma Starfighter cockpit. 
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MICROSOFT FLIGHT 
SIMULATOR 


Your favorite jorts-wearing hero is back in action. 
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FROM THE EDITORS 


PLAYING THE 
FUTURE 


y the time you get your hands 

on this issue, we'll be roughly 

three months from the launch of 
a brand-new console generation. Those of 
our readers who are veteran gamers will 
already know how neat it is to witness the 
evolution that comes with new hardware— 
it’s like an extra-special holiday that only 
comes once or twice a decade. Before 
year’s end, we’ll be able to dive into new 


the PlayStation 5, either at launch or in the 
months that follow. These titles, several 
of which are exclusive to Sony’s console, 
will represent our first steps into gaming’s 
thrilling future. We'll sling webs through 
the streets of New York in Spider-Man: 
Miles Morales, explore a sumptuous new 
frontier in Horizon Forbidden West, and 
jump between dimensions in Ratchet & 
Clank: Rift Apart—and those are just the 
beginning. Be sure to check out the full 
feature to see what to put on your wishlist 
this holiday season. 

Of course, not everyone will upgrade 
to next-gen right away, and even those 
who do still have four months to while 
away with their current systems. That’s 
why we’ve also got previews of some of 
the hottest games coming to Xbox One, 
PlayStation 4, and Nintendo Switch later 
this year. Fittingly enough, they’re all about 
bridging the past and the future, each in its 
own way. Star Wars Squadrons is an origi- 
nal title that sits you down in a starfighter 


virtual worlds “er Our readers who are Goepn but it’s alse 
are more ambitious, ‘ carrying on the lin- 
better looking, or veteran gamers will already eage of the classic 
better performing know how neat it is to Star Wars: Rogue 


than anything we 
can play on our 
consoles today. If 
history is any indica- 
tion, in a few years we’ll be playing games 
that seem almost unimaginable right now. 

One of the key players in that next-gen 
narrative is undoubtedly the Sony PlaySta- 
tion 5, which is why we’ve dedicated one 
of our longest cover stories ever to show- 
casing everything the machine has to offer. 
You'll get an in-depth look at the powerful 
hardware underneath that sleek white 
shell, as well as a rundown of the cur- 
rently announced accessories—not least 
of which is the redesigned DualSense 
controller. 

We're also bringing you a look at a 
whopping 18 games that will be coming to 


witness the evolution that 
comes with new hardware. 


Squadron games. 
Crash Bandicoot 

4: It’s About Time 
sees the world’s 
most famous (and probably only famous) 
bandicoot back in a long-awaited sequel, 
and Tony Hawk’s Pro Skater 1+ 2 remakes 
two extreme-sports classics with modern 
bells and whistles. Finally, the return of Mi- 
crosoft Flight Simulator marks a technically 
impressive new chapter in one of gaming’s 
mainstays. 

As the future arrives in full force, be 
sure to keep reading Walmart Gamecen- 
ter, the magazine that keeps you at the 
center of all things gaming. 


Josh Harmon and Mollie L Patterson 
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GAMING NEWS, NUMBERS & GOSSIP 


PLAY YOUR CURRENT GAMES 
BETTER ON XBOX SERIES X 


s we get closer to a holiday 
season that’ll be bringing with 
it a wide selection of excit- 


ing games, you might start seeing a new 
badge on various Xbox releases that 
you’ve never seen before: Optimized for 
Xbox Series X. 

So, what exactly does that mean? 
Games that are Optimized for Xbox Series 
X are titles developed to make full use of 
the next Xbox’s hardware and software 
capabilities. For example, these might be 
games that use the new DirectX features 
and the console’s powerful GPU to offer 
enhanced environmental lighting through 
ray tracing. Or they might be games that 
virtually eliminate load times thanks to 
the system’s “Xbox Velocity Architecture.” 
Games Optimized for Xbox Series X will 
impress in other ways as well, such as by 

targeting 60 frames 
per second at 4K 
yy resolution, or even by 
Peace ares bumping the framer- 
ate up to 120fps. 

Even better, it 
won’t just be new 
games that'll be making use of all of the 
power promised by the Xbox Series X. 
Developers will be able to go back and op- 
timize older Xbox One titles too, breathing 
new life into them when played on next- 


S250 million 


Amount Sony recently invested in Fortnite 
creator Epic Games 


2646 


Number of pieces in the new LEGO 
Nintendo Entertainment System set 


generation hardware. For example, The 
Coalition is going back to update Gears 5 
to be an Optimized for Xbox Series X title, 
which will bring benefits such as far faster 
load times. 

The Xbox One games you buy today 
can be even better on Xbox Series X in 
other ways, too. Smart Delivery will ensure 
that you always have the best version of a 
game no matter the platform, so any titles 
you buy now for Xbox One that support 
Smart Delivery will automatically grant you 
access to the Xbox Series X version of the 
same game once that’s released. So far, 
we know that all Microsoft Game Studios 
first-party titles will support Smart Deliv- 
ery, along with other big third-party re- 
leases such as Cyberpunk 2077, 
Assassin’s Creed Valhalla, = 
and Destiny 2. > @ 

Even with the 
Xbox Series X on 
the horizon, thanks 
to programs like 
Smart Delivery, and 
Optimized for Xbox 
Series X games, 
there’s plenty of 
reasons to keep 
picking up those 
upcoming releases 
on Xbox One until 


$114,000 


Price an unopened copy of Super Mario Bros. 
for NES recently sold for at auction 


100+ 


Number of levels in Crash Bandicoot 4: 
It’s About Time 


Xbox Series -“G0fps™ 


you’re ready to make the jump to next-gen. 
To snag the latest and greatest for the 
Xbox One, or any of the current gaming 
platforms, check out Walmart.com or your 
local Walmart store. 


{) 


Seconds it reportedly takes 
robots to build a PlayStation 4 
in Sony’s new heavily 
automated Japanese 
factory 


Gamecenter 


HOW >;< DIGITAL DOWNLOAD WORKS 


Select a digital download card 
from the latest participating 
game titles available on the 
Xbox One and PlayStation 4... 


Purchase your digital 
download card at the 
register... 


FULL GAME 


ULTIMATE EDITION GABON 
sat A NLA LR 


Keep your receipt and 
locate the download 
code printed at the 
bottom... 


TOTAL 
XXXXXX 


Redeem the code printed on your 
receipt in your game console to 
download (when available) and then 
Play First without returning to the store! 


() XBOXONE i Windows10 


FOR BOTH XBOX ONE & WINDOWS 10 PC AK. HDR Gaiety 
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CRASH BANDICOOT 4: IT’S ABOUT TIME 


NINTENDO 
REVEALS THE 


WORLD’S FAVORITE 


CLASSIC GAMES 


While Nintendo crafts blockbuster after 
blockbuster in franchises such as Mario, 
The Legend of Zelda, Donkey Kong, and 
more, the company also releases smaller— 
but just as interesting—unique games ona 
regular basis. 

One of those latest examples is C/lub- 
house Games: 51 Worldwide Classics, a 
collection of classic card, board, and party 
games from around the world. The mas- 
sive compilation has a little something for 
everyone, no matter if you’re playing solo, 
with your family together on the couch, or 
with friends across the internet. 

Now, Nintendo has released an interest- 
ing set of findings derived from Clubhouse 
Games: a number of lists revealing the 
most popular games with players around 
the world. 

In terms of cumulative playtime by 
worldwide players, Mahjong, Yacht Dice, 
and the Japanese card game Hanafuda 


come in at the top three spots. Meanwhile, 
in terms of actual number of sessions 
played, 6-Ball Puzzle, Mancala, and Four- 
in-a-Row are the winners. Younger players 
tend to prefer Team Tanks, 6-Ball Puzzle, 
and Toy Boxing, while the games with the 
longest average play sessions are Ludo, 
Riichi Mahjong, and Backgammon. 

If you haven’t already done so, pick up 
your own copy of Clubhouse Games: 51 
Worldwide Classics from Walmart.com or 
your local Walmart store. 


VIDEO GAME RECEIVES FDA APPROVAL 
FOR ADHD TREATMENT 


For the first time ever, a video game has 
received approval from the U.S. Food and 
Drug Administration (FDA) as an option to 
help treat a medical condition. 

Akili Interactive’s game EndeavorRx was 
created to help children with attention- 
deficit/hyperactivity disorder (ADHD). 
According to the company, Endeavorkx is 
“indicated to improve attention function as 
measured by computer-based testing in 
children ages 8-12 years old with primarily 
inattentive or combined-type ADHD, who 
have a demonstrated attention issue.” 

While video games have been used 
for years to treat patients of all ages with 
physical, mental, or emotional conditions, 
the approval EndeavorRx has received 
from the FDA is a big step forward in 


creating a new class of digital therapeutics, 
according to the company. 

“Families are looking for new ways to 
help their children with ADHD,” said Eddie 
Martucci, Ph.D., chief executive officer 
of Akili. “We’re excited to offer families a 
first-of-its-kind non-drug treatment option 
and take an important first step toward our 
goal to help all people living with cognitive 
issues.” 


NACON REVEALS A HOST 
OF EXCITING NEW GAMES 


While the name NACON may not in- 
stantly ring a bell, you probably know the 
company better under its previous name, 
Bigben Interactive. The French video game 
publisher has been around since 1981, but 
its new name comes along with a number 
of other fresh moves in the video game 
market. One example of that was NACON 
Connect, the company’s first-ever digital 
conference that was recently broadcast. 


While the name NACON 
may not instantly ring a 
bell, you probably know 
the company better under 
its previous name, Bigben 
Interactive. 


Two major titles the company unveiled 
during the conference are both based 
around World of Darkness, a group of con- 
nected universes from tabletop role-playing 
game creator White Wolf Publishing. The 
first, Werewolf: The Apocalypse - Earth- 
blood, tasks players with 
unleashing their were- 
wolf forms to confront 
an evil corporation that’s 
threatening the world. 
The other, Vampire: The 
Masquerade - Swan- 
song, is a narrative-driv- 
en single-player RPG in 
which players will control 
different vampires with 
distinct abilities. 


QUO/Sep 2020 


For its first release under its new par- 
ent company NACON, developer Spiders 
showed a teaser for Steel/rising, a new 
action RPG that unfolds in an alternate- 
history version of Paris during the French 
Revolution. It’s kinda like the real-life 
version of the French Revolution, except 
this time, King Louis XVI has sent an army 
of robots to suppress the French people. 
Playing as Aegis, you’ll need to fight 
against the king’s automatons in the hopes 
of changing the course of history. 

Finally, one of the most legendary racing 
franchises in the history of gaming returns 
in KT Racing’s Test Drive Unlimited Solar 
Crown. The first title in the series since 
2012’s Test Drive: Ferrari Racing Legends, 
Test Drive Unlimited Solar Crown will be 
set on a luxurious island recreated at 1:1 
scale, where racers will compete with one 
another for the coveted Solar Crown. 

To learn more about these and other 
titles NACON has in store in the near fu- 
ture, check out Walmart.com or your local 
Walmart store. 


FOUR MORE 
GAMES JOIN 
WORLD VIDEO 
GAME HALL 


OF FAME 
eee ee) 


Each year, The Strong Museum of 
Play in Rochester, New York, inducts 
a new class of classic electronic 
entertainment experiences into its 
World Video Game Hall of Fame, and 
this year’s class honors a wide array 
of genres and eras. 

For 2020, four games won out 
from a field of 12 finalists: 1981’s Cen- 
tipede, a legendary arcade shooter 
famous for its trackball controls; 
1984’s King’s Quest, a pioneering title 
for personal computers that helped 
popularize graphical adventures; 
2001's Bejeweled, a puzzle game 
beloved by millions that helped make 
the “match three” type of puzzler 
famous; and 2009’s Minecraft, which 
remains one of the most popular and 
best-selling games of all time. 

Those four winners beat out an 
incredibly tough set of rivals, which 
included Frogger, GoldenEye 007, 
Guitar Hero, NBA Jam, Nokia Snake, 
Super Smash Bros. Melee, Un- 
charted 2, and Where in the World is 
Carmen Sandiego? 
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PREORDER 


MADDEN NFL 2021 


PUBLISHER EA SPORTS / DEVELOPER EA TIBURON / PLATFORMS XBOX SERIES X, PS5, XBOX ONE, PS4, PC / RELEASE DATE 08.28.2020 (TBD XBOX SERIES X, PS5) 


While the coronavirus pandemic has thrown the real NFL 2020 season into question, there There Wi || still be a 
will still be a Madden, and it will be glorious. Not only will this be the first installment on . . 

the new generation of consoles (which will be out when the PlayStation 5 and Xbox Series Madden, and it will 
X hit stores), it also adds some rather interesting new features on all versions. First up, D e glorious. 


there are new mechanics for when you’re on defense and standing at the line of scrim- 
mage, giving you more control and options when being a pass rusher. On the flipside, 
there’s “Skill Stick Ball Carrier System,” which adds new moves, as well as the ability to link 
them, when you're carrying the ball toward the goal line. EA Tiburon has also made the 
tackling more realistic, made the quarterback’s animations more natural by making them 
more physics-based, and added more ways to celebrate when you score a touchdown or 
prevent your opponent from doing the same. 


QUQ/Se@pPp 2020 16 
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PAPER MARIO: THE ORIGAMI KING 


PUBLISHER NINTENDO / DEVELOPER INTELLIGENT SYSTEMS / PLATFORMS SWITCH / RELEASE DATE 07.17.2020 


Never let it be said it’s only a Paper Mario. In this new adventure for the Flat Stanley of 
the video game realm, the popular plumber has to take on the evil Folded Soldiers, fix the 
world, and oust King Olly from Princess Peach’s castle. Good thing he has a new friend, 
named Olivia, who just happens to be King Olly’s estranged sister (talk about sibling 
rivalry), especially since Olly has kidnapped Bowser and folded the Koopa’s minions into 
his orig-army. As for the gameplay, this returns to the action-packed role-playing game 
approach of earlier installments, departing from what was done in the previous game, Wii 
U’s Paper Mario: Color Splash. \t also has Mario going full MMA by engaging in ring-based 
battles, where he can line up his enemies like bowling pins. He can even, while exploring, 
literally tear up the environment, possibly revealing secrets. 


1G 


This returns to the 
action-packed 
role-playing game 
approach of earlier 
installments. 


Coming September 15, 2020! 
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WASTELAND 3 


PUBLISHER DEEP SILVER / DEVELOPER INXILE ENTERTAINMENT / PLATFORMS XBOX ONE, PS4, PC / RELEASE DATE 08.28.2020 


« P : 7 F . F “ 

becasue isa a ie ak a 7 which ee i oe of Combat has also been 
angers as they explore the frigid nuclear hellscape of post-apocalyptic Colorado. . 

The original Wasteland was the precursor to the Fallout franchise, and Wasteland vastl Y u pg raded, with 

3’s gameplay is similar to the original Fallout and Fallout 2 games, with challenging ad deeper and richer 

tactical combat in the vein of XCOM 2. It also delivers a whole new level of character t " 

urn-based system. 

customization and reactive storytelling. Player choices overlap and change the world in Y 

more impactful ways, often with far-reaching consequences that ripple throughout the rest 

of the game. Combat has also been vastly upgraded, with a deeper and richer turn-based 

system. Players now have many more interesting weapons, abilities, and tools to choose 

between during combat, along with a heavily refined interface that allows for improved 

team tactics, faster enemy turns, and a greatly enhanced experience.” 
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DESTROY ALL HUMANS! 


PUBLISHER THQ NORDIC / DEVELOPER BLACK FOREST GAMES / PLATFORMS XBOX ONE, PS4, PC / RELEASE DATE 07.28.2020 


“One of the first open-world action/adventure games, the original Destroy All Humans! 
cast you as Crypto-137, a sarcastic, snarky alien who invades Earth, undermines American 
democracy, and has fun snacking on brains. For this updated remake, we added more 
details and life to the levels, and altered the gameplay whenever the original was either 
too clunky or outdated or did not match the ‘nostalgia goggles’ version of the feature. For 
example, we added the ability to sink and rise with the saucer, as well as the hypno-blast 
power ‘Protect, which causes an armed human to become your ally, both of which were 
part of Destroy All Humans! 2, but not the first game. We also restored a mission that 
wasn’t in the original game, and altered the Psychokinesis system so that, unlike in the 
original, it can now be used freely while flying with your jetpack, shooting with your guns, 
or popping a human’s brain.” 


g JEAN-MARC HAESSIG, CREATIVE DIRECTOR, BLACK FOREST GAMES 
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BUY NOW 


“For this updated 
remake, we added 
more details and life 
to the levels.” 


My Universe 


Search for 
more detailed ROIDS @ Mae OB SwitcH. 


rating summaries 
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NASCAR HEAT 5 


PUBLISHER MOTORSPORT GAMES / DEVELOPER 704GAMES / PLATFORMS XBOX ONE, PS4, PC / RELEASE DATE 07.10.2020 


Like the previous four editions, NASCAR Heat 5 puts you in the driver’s seat of real TR Qe big news iS th e 
NASCAR cars as you work your way up the standings. While this year’s model makes some sae 

minor tweaks to pit stops, expands how you can paint your car, and makes it possible add itlo n of dg new (a nd 
to earn a “Did Not Finish” if you take too much damage in a race, the big news is the very helptu l) M ode: 
addition of a new (and very helpful) mode: Testing. In it, you can take your car for a spin Testing. 
on a track before the big race, which gives you a chance to adjust specific parts for that 

course. In addition to the Standard Edition of the game, there’s also a Tony Stewart Gold 

Edition that honors the cover driver by giving you $1.4 million in currency for the career 


mode (woo-hoo, leather seats!), three exclusive Tony Stewart paint schemes, Tony Stewart 
spotter audio, a contract with Stewart-Haas (for the Career mode, not real life), and the 
four planned add-on packs. 
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THE FUTURE OF PLAY IS JUST AROUND THE CORNER 
BY THE WALMART GAMECENTER EDITORS 


eG 


Loading screens will become a thing of the past in many games, 


and when they do appear they'll be much shorter. 


his holiday season, we'll finally get to experi- 

ence a new generation of console gaming with 

the PlayStation 5, and Sony has been amping 

up the reveals as launch approaches. As you 
can see on the cover and throughout this very issue, 
we’ve now gotten a good look at the system’s striking 
form factor: a sleek white shell wrapped around a jet- 
black middle accented with glowing blue lights. 

Of course, the appeal of the PlayStation 5 is much 
more than skin deep. We’ve learned a great deal in re- 
cent months about the technology powering the system, 
as well as many of the games that will usher in next-gen. 
To help get you up to speed for launch, the Wa/mart 
Gamecenter editors have compiled all this info into our 
biggest cover story ever. Whether you’re a tech whiz or 
someone who doesn’t know the difference between a 
teraflop and a flip-flop, we'll tell you everything you need 
to know to prepare for the PlayStation 5. 


ATALE OF TWO PLAYSTATION 5S 

Sony’s new console will be available in two models: 

the PlayStation 5 and the PlayStation 5 Digital Edition. 
Don’t feel like you have a confusing choice ahead of 
you, though, because the distinction between the two is 
quite simple. From a power standpoint, both versions are 
identical. This isn’t like the PlayStation 4 and the PS4 Pro, 
where one version will let you get better performance out 
of your games. A PlayStation 5 game will run exactly the 
same on either model, and all currently announced ac- 
cessories will be cross-compatible. Both consoles can be 
stored vertically or horizontally with no issues, too. 

The only difference, other than the price point and a 
slightly different shape, is that the PlayStation 5 Digital 
Edition doesn’t include a disc drive for physical games, 
so you'll need to purchase games digitally and download 
them to the hard drive before you can play. 


THE END OF THE LOADING SCREEN? 
One of the most touted features of the PlayStation 5 is its 
unique hardware architecture, which has been designed 
from the ground up to solve one of game develop- 
ment’s biggest problems. As virtual worlds get bigger 
and graphics become more lifelike, the speed at which 
games can read data off a disc or hard drive has become 
a huge bottleneck. To solve that problem, Sony outfitted 
the PlayStation 5 with a custom-designed input-output 
system, a high-speed solid-state drive (or SSD), and 
16 GB of GDDR6 RAM. 

The result is a console that can stream content 
faster than any console in history—faster, even, 
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than nearly all high-end gaming PCs available today. 
Practically speaking, this means that loading screens will 
become a thing of the past in many games, and when 
they do appear they’ll be much shorter. Game makers 
will be able to construct even larger and more intricate 
open worlds, and then allow you to traverse them at even 
higher speeds without running into performance issues. 
We still don’t know everything developers will be able 
to do with this technology, simply because it’s such a 
dramatic change from current hardware that it’s difficult 
to envision its limitations. 


Bi The PlayStation 5 


and the PS5 Digital 
Edition feature 
slightly different 
profiles, thanks 

to the presence or 
absence of the disc 
drive. 
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Sony has also built support for advanced 3D spatial audio 


into the hardware, a technology it’s calling Tempest. 


SEEING (AND HEARING) IS BELIEVING 

Another key component to the PlayStation 5’s technol- 
ogy is its powerful custom GPU, which includes special 
accommodations for ray tracing. If you’re unfamiliar with 
the term, ray tracing is an approach to graphical rendering 
that maps, in real-time, the pathways that individual beams 
of light take through the environment. While it'll allow for 
crisper and more impressive lighting and shadows, it also 
has other benefits to developers, like real-time reflections 
and more impressive water and glass. Not every game 
will employ ray tracing, of course, but those that do will be 


able to amp their visuals up even higher thanks to the PS5. 


Sony has also built support for advanced 3D spatial 
audio into the hardware, a technology it’s calling Tem- 
pest. If you’ve got a quality speaker setup or surround 
sound headphones, games that take full advantage of 
Tempest audio will be able to better immerse you in the 
experience. You'll be able to, for example, hear individual 
raindrops hitting different surfaces around you, and 


pinpoint exactly where sounds originate even when you 
can’t see them on-screen. 


BRING YOUR PAST INTO THE FUTURE 

If you’re a PlayStation 4 owner, odds are good you’ve 
built up an impressive library of games. The good news 
is, you won’t have to leave them behind if you upgrade 
to the PlayStation 5. Sony has announced that the “vast 
majority” of the more than 4,000 games available on PS4 
will be playable on PS5 through backward compatibility. 

What’s more, nearly all of the 100 most-played games 
of the current generation are already confirmed to run on 
the new hardware, so it’s a safe bet that your favorites 
will make the jump. 

These older games will run just as well on PlaySta- 
tion 5—if not even better. Sony’s approach to backward 
compatibility means that some PS4 games will be able to 
take advantage of the added power to guarantee higher 
and more consistent frame rates. 


CONTROLLERS, ACCESSORIES, AND MORE 


GET TO KNOW SOME OF THE PERIPHERALS THAT WILL ENHANCE 


YOUR PEAY SlAniON S EXPERIENCE 


DUALSENSE WIRELESS CONTROLLER 

In some respects, the PlayStation 5’s DualSense con- 
troller reflects a direct evolution of the PlayStation 4’s 
DualShock 4. Many familiar features, like the central 
touchpad, color-changing light bar, and built-in head- 
phone jack, return as part of the new design. But there 
are enough innovations here, big and small, to warrant 
the shift to a new brand name. 


In the broadest strokes, the controller’s design marks 
a departure in both shape and color from previous 
iterations. While most DualShock 4 designs stuck to a 
single color, the default model of the DualSense 5 is a 
mix of black and white, much like the console it’s paired 
with. The shape has also been altered, too, a move 
Sony says was driven by ergonomic concerns. People 
with a wider variety of hand sizes should find it more 


SPECS 


cPU 
X86-64-AMD RYZEN 
“TEN 2” 

8 CORES / 16 THREADS 
VARIABLE FREQUENCY, 
UP T0 3.5 GHZ 

GPU 

AMD RADEON RDNA 
2-BASED GRAPHICS 
ENGINE 

RAY TRACING 
ACCELERATION 
VARIABLE FREQUENCY, 
UP T0 2.23 GHZ (10.3 
TFLOPS) 

SYSTEM MEMORY 
GDDR6 16 GB 

448 GB/S BANDWIDTH 
SSD 

825 GB 

5.5 GB/S READ 
BANDWIDTH (RAW) 
GAME DISCS 

ULTRA HD BLU-RAY, UP 
T0 100 GB/DISC 
VIDEO OUT 

SUPPORT FOR 4K 120HZ 
TVS, 8K TVS, VRR 
(SPECIFIED BY HDMI 
VER.2.1) 

AUDIO 

“TEMPEST” 3D 
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comfortable during long play sessions. The DualShock 
4’s “Share” button has also been renamed the “Create” 
button, reflecting the more diverse (but still largely 
mysterious) functionality it will enable. 

But it’s the less-visible elements, the tech powering 
the controller, that will likely make the biggest difference. 
Central here are the adaptive triggers of the new L2 and 
R2 buttons, which work in concert with the controller’s 
haptic feedback to allow game developers to match what 
players see on-screen with what they feel in their hands. 
Draw Aloy’s bow back in Horizon Forbidden West, and 
you'll be able to sense the resistance of the string. Veer 
off the road in Gran Turismo 7, and you'll detect the dif- 
ference between the tarmac and gravel. 

Finally, the DualSense controller includes a built-in mi- 
crophone, so everyone will have access to voice chat with- 
out needing to plug in an external mic or headset. It may 
not sound like much, but it could have a massive impact in 
online games, where communication with teammates can 
be the difference between victory and defeat. 


MEDIA REMOTE 
If you plan to use your PlayStation 5 for more than just 
games, you may want to consider picking up the official 
media remote as well. It’ll make it more 
seamless to control your favorite 
streaming apps or watch 

Blu-ray movies from 

the comfort of 


your couch. 


HD CAMERA 
Is it weird to think a camera is cute? The way this acces- 
sory channels the PS5 design, with its black center and 
white wrapper, makes it look like a diminutive version of 
the console. This accessory is capable of capturing video 
in high definition for gameplay capture and livestreams. 
Sony has also confirmed that the existing 
PlayStation VR headset will work with the PS5, 
and that hardware relies on a special camera 
to track players in 3D space. As of yet, there’s 
no official word on whether this new camera 
will work with Sony’s existing VR hardware or 
any future revisions, but the inclusion of dual 
lenses should provide the depth-tracking capa- 
bilities it would need to do so down the line. 
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PULSE 3D WIRELESS HEADSET 
As noted earlier in this issue, the 
PlayStation 5’s designers have put a 
great deal of effort into its 3D audio 
capabilities. If you want to take 
full advantage of the immersive 
sound, you'll need a high-quality 
headset. This official option is 
wireless—you can charge 
the battery over USB-C—and 
features two noise-canceling 
microphones built in, so 
your in-game voice chat 
can make a generational 
leap forward, too. 


DUALSENSE 
CHARGING STATION 
This dock will allow you 
to charge up to two of your 
DualSense controllers at 
once, without having to 
worry about plugging 
them into the con- 
sole itself. 


SPIDERMAN 


4 
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GAME BOXES 
Okay, soa 

game box isn’t 
technically an ac- 
cessory. But it’s 
still neat to get 
an early look at 
how PlayStation 
5 titles will look 
on store shelves. 
The design will 
be broadly famil- 
iar to PS4 gam- 
ers, though the 
logo bar at the 
top and onthe 
spine has gotten 
- a makeover to 
match the white- 
forward look of 


the new console. 
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MARVELS SPIDER-MAN: MILES MORALES 


Of all the ambitious steps Insomniac Games took in build- 
ing Marvel’s Spider-Man, the studio’s 2018 PlayStation 

4 exclusive, none was quite as bold as the decision to 
introduce Miles Morales as a supporting character. Avid 
comics readers know Miles became Spider-Man in the 
Ultimate Marvel imprint, serving as an alternate-universe 
counterpart to the main continuity’s Peter Parker. In 

the game, however, Miles worked alongside Peter and 
eventually got bitten by a genetically enhanced spider 
himself—meaning that, by the time the credits rolled, this 
version of New York was home to two Spider-Men. 

Now, on PlayStation 5, Miles will be stepping into the 
spotlight solo. You can think of Marvel’s Spider-Man: 
Miles Morales as a standalone spin-off akin to Uncharted: 
The Lost Legacy or Infamous: First Light. While it’s not a 
full-blown sequel, you can still expect to play through a 
hefty amount of content in an open world that updates 
the first game’s Manhattan with a wintertime look. You'll 
also get to experience the entirely original story of Miles 
becoming a hero in his own right, rounded out with new 
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side content and abilities that should make for a fresh 
and substantial experience. 

As comic readers already know, Miles doesn’t just 
have a copy-and-paste version of Peter Parker’s powers. 
While he can sling and swing from webs and crawl up 
walls, he’s also got a few tricks of his own: He can cam- 
ouflage himself and his suit to go invisible, and he can 
channel his energy for a special bioelectric attack called 
Venom Strike. Judging by our early glimpse of the game, 
both of those powers will be represented in some form. 

Equally important, of course, are the ways the game 
will demonstrate the power of the PSS, utilizing ray- 
traced reflections to make New York even more immer- 
sive, cutting down load times with the SSD, and taking 
full advantage of the haptic feedback on the DualSense 
controller to give every punch and web-swing that much 


more impact. Traditionally, launch-window games for new 


consoles can be hit or miss, but with Marvel’s Spider- 
Man: Miles Morales leading the pack, the PlayStation 5’s 
early prospects look pretty darn super. 


FACT FILE 


PUBLISHER 

SONY INTERACTIVE 
ENTERTAINMENT 
DEVELOPER 
INSOMNIAC GAMES 
RELEASE DATE 
HOLIDAY 2020 


The game will demonstrate the power of the PSS, utilizing ray-traced reflections to 
make New York even more immersive. 
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HORIZON FORBIDDEN WEST 


One of the breakout games of the PlayStation 4 era, 
Horizon Zero Dawn, introduced players to Aloy and the 
post-postapocalyptic world she inhabited. With Horizon 
Forbidden West, we'll get to experience the next chapter 
of her adventure on PlayStation 5. 

As we learned over the course of the first game, 
Horizon’s Earth had fallen victim to a robot apocalypse, 
wiping out life as we know it. Thanks to a last-ditch effort 
by scientists, however, the planet was able to reboot 
and repopulate itself with a new version of nature, one 
in which humanity lives in tribal settlements and familiar 
animals and plants coexist alongside robotic creatures 
inspired by dinosaurs, sabretooth tigers, and other fear- 
some beasts. 

This sequel continues Aloy’s story while expanding the 
scope of the world with new locations, machines, tribes, 
and threats. Zero Dawn’s map was centered around 
Colorado and Utah, but Horizon Forbidden West's world 
will stretch westward to the coast, through Nevada and 
California. We’ve seen shots depicting San Francisco as 
a tropical archipelago, with its iconic buildings and struc- 


tures now partially submerged in the ocean. (Good thing 
Aloy will be able to freely explore underwater thanks to a 
new breathing apparatus.) Other locations seem to be in- 
spired by the Mojave Desert and Yosemite National Park, 
so we can expect a ton of geographic variety. 

New machines such as the mammoth-inspired Trem- 
ortusk, the turtle-like Shellsnapper, and the warthog-ish 
Bristleback promise to offer Aloy new challenges in 
combat, though her biggest obstacles will take more than 
a bow and arrow to overcome. The tribes of the West are 
grappling with a red blight on the land that threatens to 
collapse the delicate biomes, as well as massive storms. 
As if that weren’t enough, Aloy will also need to contend 
with her one-time ally Sylens, who appears to be raising a 
machine army of his own. 

With a bigger world to explore, cutting-edge graphics, 
and the promise that the new console’s SSD will make 
loading times a thing of the past—even when fast-trav- 
elling across the entire map—Horizon Forbidden West 
is shaping up to be a stunning showcase of what games 
can accomplish on the PS5. 
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The new console’s SSD will make loading times a thing of the past—even when 
fast-travelling across the entire map. 
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RATCHET & CLANK: RIFT APART 


One of the biggest selling points of the PlayStation 5 is 
how its powerful SSD will practically eliminate loading 
times, especially when traveling between areas in a 
game. It feels like Ratchet & Clank: Rift Apart was specifi- 
cally made as a showcase for this technology. Developer 
Insomniac Games is taking this principle of instant fast- 
travel a step further and literally teleporting Ratchet and 
Clank interdimensionally. 

From what we’ve seen, Rift Apart will see the duo 
hopping from one planet to another by traveling through 
what we’re guessing are rifts in time and space. Whether 
players have control over these jumps is unknown, but 
the tech is impressive nonetheless. Gameplay that has 
been shown off makes us think that these moments 
are part of larger, “on-rails” setpieces, but we did get a 
glimpse of a Rift Tether that lets Ratchet close long dis- 


tances by bringing parts of the world closer to him with a 
little interdimensional flair. 

Speaking of gadgets, Rift Apart seems like it will have 
just as many fun and wacky weapons to play with as 
previous Ratchet & Clank titles. So far, we’ve seen weap- 
ons like a Topiary Sprinkler that causes a tree to erupt 
from the ground, as well as a grenade-like Shatterbomb. 
The action looks smoother and more intense than ever, 
thanks in part to a new dodge move that you can use to 
avoid incoming fire. 

Combine the universe-hopping rifts with the ray-traced 
lighting and beautiful graphics in general, and you have 
a first-party title that perfectly encapsulates what makes 
the PlayStation 5 so special. Between Rift Apart and 
Miles Morales, Insomniac is single-handedly ensuring an 
exciting first year for the next-gen console. 
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Developer Insomniac Games is taking this principle of instant fast-travel a step further 
and literally teleporting Ratchet and Clank interdimensionally. 
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DEMON’S SOULS 


“Let strength be granted, so the world might be mended.” 
Those words, from the 2009 PlayStation 3 exclusive 
Demon’s Souls, are etched deep into the brains of just 
about everyone who played the game. Dark Souls may 
be the title that brought Japanese developer FromSoft- 
ware mainstream acclaim as purveyors of some of the 
most delightfully punishing games ever made, but it was 
actually Demon’s Souls that originated much of the now- 
familiar formula. With its grand environments depicting 
a fantasy world in decay, minimalist storytelling, and, of 
course, brutally challenging combat, Demon’s Souls was 
a landmark RPG that refused to hold the player’s hand. 
Now, Sony is tapping Bluepoint Games to rebuild the 
groundbreaking experience for the PlayStation 5. Players 
will once again journey through the cursed land of Bole- 
taria, exploring five distinct areas packed with secrets to 
discover. As characters of their own creation, they’ll wield 
all manner of weapons and magical abilities to take on 
tough enemies and intimidating bosses. And if they die, 


they'll have just one more chance to get back to the spot 
where they died, lest they lose all the souls—a hybrid of 
currency and experience points—that they’ve earned but 
not yet spent. 

This time, however, we’ll be able to see every environ- 
ment rendered in gorgeous detail thanks to the power 
of PlayStation 5. The game will support ray-tracing and 
two different graphical modes—one focused on making 
the game look as good as possible, the other ensuring 
a buttery-smooth frame rate. Best of all, Bluepoint has a 
proven track record when it comes to updating beloved 
classics: The studio also put out a similarly ambitious 
ground-up remake of Shadow of the Colossus in 2018, 
managing to hew true to the source material while mod- 
ernizing the visuals. 

The prospect of revisiting Demon’s Souls on 
PlayStation 5 might not be quite enough to mend the 
world, but for passionate fans of the game, it’ll likely be 
close enough. 
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This time we'll be able to see every environment rendered in gorgeous detail thanks 
to the power of PlayStation 5. 
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DEATHLOOP 


Deathloop takes the open-ended, ability-driven gameplay 

Arkane cultivated in the Dishonored series and turns it on 

its head with a Groundhog Day twist. You’ll play as Colt, 

a man trapped in an endlessly repeating time loop on 

the island of Blackreef. The only way you can break Colt 

free of his temporal prison is to track down and kill eight 

targets before time runs out—not an easy feat when all of 

the island’s hedonistic inhabitants are trying to kill you. 
By reliving the same loop over and over again, you'll 

be able to learn more about the intricate clockwork 
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RESIDENT EVIL VILLAGE 


Capcom completely reinvented its beloved survival 
horror franchise with 2017’s Resident Evil Vil: Biohazard, 
and now, the developer is looking to once again take 
Resident Evil fans on a trip into uncharted territory. 
Resident Evil Village brings back reluctant protagonist 
Ethan Winters, whose life is suddenly turned upside 
down by a run-in with legendary zombie hunter Chris 
Redfield. That event leads Ethan to a mysterious Europe- 
an village where evil secrets seem to loom just under the 


patterns of Blackreef’s residents, piecing together how, 
when, and where to best take out each target using your 
combination of guns and Dishonorea-style powers, like a 
short-range teleport and a telekinetic push. Expect plenty 
of sandbox-style improvisation and experimentation. 

There’s one more catch: Colt is also being hunted by 
Julianna Blake, a woman with an arsenal and powers of 
her own. As you play through Colt’s loop, you’ll never 
know when she'll show up to crash the party—or if there 
will be another human player controlling her. 


surface. Which, going by what we’ve seen so far, includes 
a new kind of monstrous threat: werewolves. 

No matter what awaits in Resident Evil Village, you 
can be sure the game will be as beautiful to look at as it 
is scary to play. Capcom’s RE Engine has already given 
players some technologically amazing experiences on 
the PlayStation 4, so we can only imagine the next gen- 
eration of horror we'll be getting with the power of the 
PlayStation 5. 


FACT FILE 


PUBLISHER 
BETHESDA 
SOFTWORKS 
DEVELOPER 
ARKANE STUDIOS 
RELEASE DATE 
HOLIDAY 2020 


FACT FILE 


PUBLISHER 
CAPCOM 
DEVELOPER 
CAPCOM 
RELEASE DATE 
2021 


SACKBOY: A BIG ADVENTURE 


Since he debuted in 2008’s LittleBigPlanet, the lovable 
Sackboy has become something of a family-friendly mas- 
cot for the PlayStation brand, much in the way Nintendo 
has Mario and Sega has Sonic the Hedgehog. But the 
LittleBigPlanet games were largely about giving players 
the tools to build levels and games of their own imagina- 
tion—even the kart racing spin-off put a heavy focus on 
making tracks. 

For Sackboy’s PlayStation 5 debut, however, the de- 
velopment team at Sumo Digital is doing all the building 


GRAN TURISMO 7 


No PlayStation console would be complete without an it- 
eration of the self-proclaimed “ultimate driving simulator,” 
so it came as no surprise when Sony and Polyphony Digi- 
tal announced that Gran Turismo 7 is slated for launch on 
the PS5. The eye-popping visuals on display are a given, 
but equally exciting is the return of GT Simulation Mode, 
a structured career that allows you to earn cash and 
work your way up from a starter car to the fastest, most 
expensive rides around. 
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for us. This fully authored adventure also marks a shift to 
full 3D environments, rather than the side-scrolling levels 
of the past. The gameplay should look familiar to fans of 
character-centric platformers, with a mix of challenging 
obstacles to navigate and boss encounters. 

The creative spirit of LittleBigPlanet lives on in what 
look to be some deep customization options for your 
Sackboy (or Sackgirl). So too does the legacy of couch 
co-op, since you'll be able to dive into A Big Adventure 
with up to three friends. 
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Gran Turismo has always taken a borderline neurotic 
approach to recreating its cars, and that should pair well 
with some of the PlayStation 5’s new features, even 
beyond the obvious graphical upgrades. The haptic 
feedback of the DualSense controller will allow you to 
feel the road with more fidelity than ever before, and 3D 
audio will give gearheads a feast for the ears every time 
they rev the engine. 


FACT FILE 


PUBLISHER 

SONY INTERACTIVE 
ENTERTAINMENT 
DEVELOPER 

SUMO DIGITAL 
RELEASE DATE 
TBD 
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RELEASE DATE 
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GHOSTWIRE: TOKYO 


If 99 percent of its 37 million residents suddenly disap- 
pearing wasn’t bad enough, it seems Tokyo has now also 
been overrun by deadly supernatural forces. 

That’s the basic setup of GhostWire: Tokyo, a new first- 
person action adventure from Bethesda Softworks and 
The Evil Within developer Tango Gameworks. In order to 
defeat those spirits, you’ll need to engage in a fast-paced 
combat system that mixes karate with magic. By perform- 
ing various Kuji Kiri-inspired hand gestures, you'll be 


HITMAN 3 


It was a long road getting there, but lo Interactive is 
finally closing out the “World of Assassination” trilogy 
with Hitman 3. It’s a small miracle that Hitman 2 even saw 
the light of day after the studio was dumped by publisher 
Square Enix, though it wasn’t so surprising when the 
game turned out to be a hit. Given that, Hitman 3 is com- 
ing from an lo Interactive with the taste of independent 
success still lingering, and the resources to deliver on an 
ambitious vision. 
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able to unleash a variety of spells and abilities, damaging 
spirits until they’re weak enough to be vanquished. 

The team at Tango Gameworks is promising that 
GhostWire: Tokyo will use the power of the PlayStation 5 
to “forge a beautiful, supernatural version of Tokyo like 
never before,” with haptic feedback for all attacks thanks 
to the DualSense Wireless Controller, and advanced 3D 
spatial audio that “immerses the player in an ominous 
city with dangers to uncover around every corner.” 


Hitman 3 already looks like the most impressive game 
in the series. So far, we’ve seen Agent 47 using the 
cover of night to take down commandos, and scaling 
the tallest building in the world in Dubai. While we know 
that the game is going to feature wonderfully intricate 
maps and creative ways to eliminate our targets, we can’t 
wait to see the return of lo’s meticulous, fully animated 
cutscenes and learn more about the next chapter of the 
story. 
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BUGSNAX 


Developed by the team that gave us the goofy Octodad: 
Dadliest Catch, Bugsnax takes players to Snaktooth Is- PUBLISHER 
land, where they’ll need to capture all 100 of the adorable YOUNG HORSES 
half-snack, half-bug critters and unravel a mystery. On the DEVELOPER 
surface, this looks like a cutesy throwback to the days of YOUNG HORSES 
kid-friendly action-adventure games, with some serious RELEASE DATE 
Ape Escape and Pokémon vibes. Still, we can’t shake the —_ HOLIDAY 2020 
sense there might be something a bit more sinister lurk- 

ing beneath the surface... 


JETT: THE FAR SHORE 


The Quebec-based design studio Superbrothers hasn’t 


worked on a game since 2011’s Sword & Sworcery EP, PUBLISHER 

and Jett: The Far Shore looks like an enticing comeback. —SUPERBROTHERS, 
The story follows a woman named Mei, who sets out in PINE SCENTED 
an aircraft to scout the planet that may become a new DEVELOPER 
home for her people following a thousand-year journey SUPERBROTHERS, 
across the stars. You'll soar over the surface as you PINE SCENTED 
seek out the source of a mysterious signal known as the RELEASE DATE 
hymnwave. HOLIDAY 2020 


KENA: BRIDGE OF SPIRITS 


We’ve wondered since Toy Story when games would 


finally look as good as Pixar movies. If what we’ve seen PUBLISHER 
of Kena: Bridge of Spirits is any indication, that day may EMBER LAB 
nearly be upon us at last. This third-person action ad- DEVELOPER 


venture follows Kena on her journey to purify a mountain EMBERLAB 
shrine. Our heroine wields a magical staff (which can also — RELEASE DATE 
transform into a bow) and channels the power of small HOLIDAY 2020 
forest spirits called Rot that she meets along the way. 


South Korean developer Neostream Interactive has been 
tinkering away on Little Devil Inside for more than five PUBLISHER 


years now, and that effort shows. This survival-tinged NEOSTREAM ¢ . 
action RPG casts you in the role of a monster-slaying INTERACTIVE 
adventurer exploring and documenting an expansive DEVELOPER 


world, with varied gameplay that includes riding mounts NEOSTREAM 
and dishing out damage with your sword and pistol. With INTERACTIVE 
a striking minimalist art style, this looks to be the sort of RELEASE DATE 
indie game that punches well above its weight. TBD 
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PRAGMATA 


An early contender for the PS5’s most mysterious game, FACT FILE 
Pragmata sees Capcom channeling its inner Hideo 


. ‘ . PUBLISHER 
Kojima. The bizarre debut trailer, at least, gave us some CAPCOM 
serious Death Stranding vibes. Why is there an astronaut DEVELOPER 
in the middle of an abandoned Times Square? What’s CAPCOM 

: : ; ; > 
up with that little girl and her holographic cat? Why: and RELEASE DATE 
how, do they both end up on the moon? How will any of 2022 


this actually translate into a game we can play? Here’s 
hoping we don’t have to wait until 2022 to find out the 
answers to these questions. 


PROJECT ATHIA ' owe me 


e 
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Project Athia is the debut game from Luminous FACT FILE 
Productions, a new studio formed from the team that 


worked on Final Fantasy XV. We don’t know much (even PUBLISHER 


the title is just a placeholder), but we have seen some SQUARE ENIX 
visually arresting footage featuring a female lead in a DEVELOPER 
stylish cloak and fresh sneakers. While her fashion may LUMINOUS 
seem rooted in our world, her massive leaping ability, PRODUCTIONS 
magical powers, and foes—beasts like a flaming wolf that a DATE 


wouldn’t be out of place in Dark Souls—look like pure 
fantasy. 


RETURNAL 


Housemarque may have built its name on shoot-em-ups FACT FILE 

like Resogun and Super Stardust HD, but the studio is PUBLISHER 
taking a big swing into a new genre with Returnal. You'll SONY INTERACTIVE 
still be firing off way too many lasers to keep track of, but ENTERTAINMENT 
now you'll do so in a fully 3D third-person shooter within DEVELOPER 

a sci-fi setting. If that weren’t enough of a departure, the HOUSEMARQUE 
game is also a roguelike, meaning the world will change RELEASE DATE 
each time you die. You’ll need to rely on the knowledge TBO 

and skills you gain from each failure to eventually 

succeed. 


A neon-soaked, futuristic city. Humanoid robots. Sure, FACT FILE 
two thirds of Stray’s premise are old gaming clichés 


t thi int—but it’s the last third that mak Ith venice 
ae ut it’s ee ir : i hea e ANNAPURNA 
ifference. See, yeu won't © exploring this setting as INTERACTIVE 
a gruff space marine or an elite underground hacker. DEVELOPER 
Mite bea ae dna eden fone ae BLUETWELVE STUDIO 
an fopomenp ic ta oon es ; en er. Just a seemingly RELEASE DATE 
normal feline (albeit one with a tiny backpack). If that 7021 


doesn’t get your attention, probably nothing will. 


nicnelodeon. 


TO ENTER, GO TO WWW.EGMNOW.COM/W6C71 AND 
COMPLETE OUR REAUER SURVEY. BE SURE TO INCLUDE 
YOUR NAME ANU £-MAIL FOR A CHANCE TU WIN! 


NO PURCHASE NECESSARY TO ENTER OR WIN, VOID WHERE PROHIBITED. Open only to legal U.S. residents. Contest begins August 15th, 2020, 
and ends September 30th, 2020. Nickelodeon, SpongeBob SquarePants and all related titles, logos and characters are trademarks of Viacom 
International Inc. Created by Stephen Hillenburg. All other trademarks, logos and copyrights are properties of their respective owners. 
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SQUADRONS 
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imilarly to how Electronic 

Arts revived the Battlefront 

series with a more modern 
sensibility, Star Wars Squadrons is 
looking to reboot and revitalize the 
famed and long-dormant Rogue 
Squadron franchise. In doing so, EA 


and its Motive studio are crafting one 
of the most competitive, in-depth 
starfighter experiences we’ve ever 
seen. 

Star Wars Squadrons is simple on 
its surface: Taking place following the 
events of Return of the Jedi, you play 


as a Starfighter pilot for either the 
New Republic’s Vanguard Squadron 
or the falling Empire’s Titan Squad- 
ron. Players are split up into teams of 
five and battle against one another 
in a handful of multiplayer modes. 
That might sound like pretty standard 
starfighting fare, but Motive has 
injected a ton of new mechanics and 
depth into the experience. 

This depth starts with the four 
different ship classes available at 
launch. X-Wings and TIE Fighters 
belong to the Fighter class, the 
all-around class that can play both of- 
fensively and defensively. Then there 
are the A-Wings and TIE Interceptors 
in the Interceptor class, which are the 
most agile and maneuverable ships 
in the game at the cost of less armor 
and greater vulnerability. 

The Bomber class, which includes 
the Y-Wing and TIE Bombers, are 
heavier ships that can deliver incred- 


ible damage against enemy capital 
ships. Last but not least are the Sup- 
port class ships, the U-Wing and the 
TIE Reapers, which keep their team- 
mates alive with repairs and supplies. 
Having a solid strategy going into the 
match is the first step of victory, and 
your team’s composition is a major 
part of that strategy. 

Players will play as these classes 
in two different multiplayer modes. 
Dogfight is basically a straightfor- 
ward team deathmatch, where the 
team with the most kills wins. The 
game’s marquee mode, Fleet Battles, 
is much more complex and strategi- 
cally engaging. Fleet Battles are 
multi-stage tug-of-war fights where 
players need to push their enemies 
back and destroy their capital ships. 
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Working as a team to hold objectives 
and stay in the fight will be the key to 
outlasting your opponent in a Fleet 
Battle. 

Squadrons promises to be an in- 
tense, in-depth experience, but luck- 
ily there’s also a single-player mode 
that will prepare you for battle by 
having you go hands-on with all eight 
ships, with a story from Battlefront II 
writer Mitch Dyer. You’ll also be able 
to team up with your friends on other 
platforms with cross-play, even if 
they’re playing in VR. 

Squadrons is shaping up to be one 
of the most interesting and competi- 
tive Star Wars games ever made. If 
you’ve been craving a starfighter 
experience, then get ready to punch 
it this fall. 


Jedi, you plat 
New Republic 


Sure, the Empire’s 
Titan Squadron might 
not technically be 
“good guys,” but 
they sure do have 
some sick flight suits. 


FIRST- 
PERSON 
STARFIGHTING 


One of the most divisive aspects of 
Star Wars Squadrons is that, unlike 
previous starfighter games, devel- 
oper Motive is locking players to 
the first-person perspective. 

We know what you’re thinking: 
I'd rather play in third-person. We 
can’t say we disagree. But there 
are a couple of very good reasons 
why first-person is the way to go. 

First off, it’s part of the way 
that Motive is balancing its ships. 
Some ships have better visibility 
than others, and that’s a key way 
to making sure that certain ships 
aren’t overpowered. 

Another reason is that Squad- 
rons is a stunning game to look at, 
and fully immersing in first-person 
is the best way to experience that. 
Finally, there’s cross-play. Pitting 
standard players against those 
with a VR headset means that 
third-person is just not an option. 
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BY MICHAEL GOROFF ee + 
veryone’s favorite orange 
== marsupial made a comeback 
in a big way with 2017’s 
Crash Bandicoot N. Sane Trilogy 
remaster, which paved the way for 
vy this year’s Crash Bandicoot 4: It’s 7 
: About Time. After a decade of wait- Y 
‘ ~ . ing, we’re finally getting a brand-new 
ial =x , : Crash game, and developer Toys for 
a a Bob is not wasting another second. 
= The first thing to note about Crash 
. Bandicoot 4 is that numeral in the 
. | title. /t’s About Time takes place 
» PUBLISHER . immediately following the events of 
ACTIVISION —_ 1998’s Crash Bandicoot: Warped. 
DEVELOP Crash’s nemesis Dr. Neo Cortex and 
TOYS FOR BOB the time-bending N. Tropy have bro- 
PLATFORMS ken out of interdimensional prison, 
XBOX ONE, PS4 and in the process they’ve disrupted 
RELEASE DATE ' the boundaries of time and space 


10.02.2020 itself. Crash and his little sister Coco 
must put an end to the havoc these 
villains are wreaking, but they won’t 
have to do it alone. 


40 
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Crash Bandicoot 4’s gameplay will 
have all the spinning, jumping, slid- 
ing, and belly-flopping you know and 
love from the series, but new powers 
will turn everything upside-down... lit- 
erally. In addition to the ever-faithful 
Aku Aku, Crash and Coco have a few 
new mask friends to help them take 
down Cortex. These Quantum Masks 
will temporarily unleash Crash’s full 
potential. So far, we’ve seen Kapuna- 
Wa slowing down time, making tricky 
platforming a little more manageable, 
and Ika Ika reversing gravity, letting 
Crash reach new heights. 

The levels in which you'll be utiliz- 
ing these new abilities seem to dwarf 
those in previous Crash titles. While 
most Crash levels are fairly straight- 
forward, It’s About Time’s levels will 
have multiple paths for Crash and 
Coco to explore. These new levels will 
also create opportunities for Crash 


to show off some new platforming 
moves like wall-running, rail-grinding, 
and rope-swinging. With these abili- 
ties, Toys for Bob is modernizing the 
series without sacrificing what made 
Crash so beloved for so long. 
Speaking of modernizing, Toys for 
Bob is picking up visually where N. 
Sane Trilogy developer Vicarious Vi- 
sions left off. Every bit of the game is 
dripping with cartoony charm and de- 
tail. Looking at the game, it’s obvious 
that Toys for Bob understands what 
makes Crash games different from 
Super Mario and other platformers. 
Publisher Activision has said that 
Crash Bandicoot 4: It’s About Time is 
a game “made for fans by fans.” That 
much is obvious from what we’ve 
seen so far. While games like Cyber- 
punk 2077 are supposedly the “future 
of gaming,” Crash 4 proves that the 
classics are as relevant as ever. © 
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Every bit of 
the game is 
dripping with 
cartoony 
charm and 
detail. 
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Ge 


eing a fan of the Tony 

Hawk games has been, for 

the last decade and a half, 
an exercise in repeated disappoint- 
ment. Misguided forays into open 
worlds and expensive, awkward 
motion controllers set the once-great 
franchise on a downward slope. The 
widely derided Tony Hawk’s Pro 
Skater 5, released in 2015, felt like 
a gulch at the bottom of that hill, an 
unceremonious final resting place for 
a series whose time had long since 
come and gone. 

As it turns out, however, the story 
isn’t over just yet. Tony Hawk’s Pro 
Skater 1+ 2, out this September, is an 
attempt to reinvigorate the franchise 


by returning to its roots. The remake 
brings back the entire roster of skat- 
ers (and more—see sidebar), all 19 
levels, and most of the soundtracks 
from the first two games, meaning 
you can relive your favorite memo- 
ries in HD—or, with the right hard- 
ware, 4K—glory. You want to smash 
through Downhill Jam to Goldfinger’s 
“Superman” or ollie magic bums in 
Venice to Bad Religion’s “You”? Skate 
your heart out. 

Yes, we’ve been down this road 
before, with 2012’s disappointing 
Tony Hawk’s Pro Skater HD. But 
there’s a key difference this time 
around: The developers heading up 
this remake are Vicarious Visions, 


a 
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the same studio responsible for the 
highly acclaimed Crash Bandicoot 
N. Sane Trilogy. Rather than trying 

to build a copycat from scratch, 
Vicarious Visions obtained access to 
the actual handling code and level 
geometry used by original developer 
Neversoft Entertainment, using it as 
a base on which to layer on more 
modern refinements. It should feel 
like you’re playing the original games 
with 2020 levels of polish—because, 
if all goes to plan, that’s exactly what 
you'll be doing. 

That doesn’t mean that Tony 
Hawk’s Pro Skater 1 + 2 is just a 
graphical touch-up, though. Fans 
of the series know that some of the 


The remake 
brings back the 
entire roster 
of skaters, all 
19 levels, aad 
most of the 
soundtracks 
from the first 
two games. 
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Wi Tyshawn Jones, 
top right, and Aori 
Nishimura, bottom 


My OT 


right, are two of 
the younger skaters 
joining the roster. 
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most important tricks for building 
long, fluid combos didn’t debut until 
later games, but Vicarious Visions 

is retconning them into the remake. 
You'll be able to take full advantage 
of Pro Skater 3’s revert to link big air 
tricks with manuals, and you'll also 
have access to the flatland tricks 
and spine transfers introduced in Pro 
Skater 4. After the past decade of 
Tony Hawk games, it almost sounds 
too good to be true. 

Then again, any skateboarder will 
tell you that falling down isn’t the 
end; it’s a fundamental step in the 
process. You get up and try again— 
and fall again—until, finally, you nail 
the trick. Tony Hawk’s Pro Skater 1 + 
2 certainly seems to be learning the 
right lessons from the series’ recent 
failures. Now, a whole generation of 
gamers is waiting eagerly to see if it 
can stick the landing. G 


GETTING OLDER 
ALL THE TIME 


As a remake of two games from 
more than 20 years ago, Tony 
Hawk’s Pro Skater 1+ 2 featured 
an interesting challenge when 
it came to the roster of playable 
skaters. Should developer Vicari- 
ous Visions stick to the original 
lineup, some of whom are now 
over 50? Or should it ditch the 
past for a set of fresh faces? 

Pro Skater 1+ 2’s answer 
to that question is “all of the 
above.” You'll be able to play as 
every skater from the original 
game, including Bob Burnquist, 
Elissa Steamer, and of course the 
Birdman himself, with updated 
designs based on their current ap- 
pearances. But you'll also be able 
to choose eight new skaters that 
reflect the modern skating land- 
scape, each with their own special 
tricks: Lizzie Armanto, Leo Baker, 
Leticia Bufoni, Nyjah Huston, 
Tyshawn Jones, Aori Nishimura, 
Shane O'Neill, and, following in 
his father’s footsteps, Riley Hawk. 
In a game that’s all about merging 
the old with the new, it’s a fitting 
choice. 


FLY THE FRIENDLY SKIES 
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f all of the surprises wait- 
ing at E3 2019, there were 
perhaps none as shocking 


as the announced return of Microsoft 
Flight Simulator. Originally launched 
way back in 1982, the Flight Simula- 
tor franchise long stood as the pre- 
eminent way for people to virtually 
pilot a wide array of real-world air- 
craft on their home computers. After 
a long and illustrious life, the series 
saw its final release with 2006’s 
Flight Simulator X, after which it 


gaming history— 


While it’s still hard to believe that 
the game is indeed coming, the 
timing of Microsoft Flight Simulators 
return actually makes a lot of sense. 
More so than ever before, advance- 
ments in gaming hardware, software, 
GPS data, and satellite imaging mean 
that flight simulators can now exist 
with a level of realism never before 
seen. Of course, bringing all of that 
together isn’t easy. 


lenge was stitch: — 
rent sources we pull 
information from into a single, holistic 
representation of Earth—which repre- 
sents a unique technological break- 
through,” explained Jorg Neumann, 
head of Microsoft Flight Simulator. 

A big source of that informa- 
tion came from a partnership with 
Microsoft Bing, which sent over 2 
petabytes of data “ranging from sat- 
ellite images to aerial photographs 
to height data across the planet,” 


“The biggest challenge was stitching all the different 


sources we pull information from into a single, holistic. 
representation of Earth.” 
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“twas a tremendous amount of work that we believe is 
critical to achieving the level of authenticity necessary 
for delivering the very best experience.” 


Microsoft Flight 
Simulator’s highly 
detailed Earth model will 
make it feel like you’re 
really there. 


according to Neumann. The team 
combined that data with machine 
learning algorithms capable of 
analyzing and pulling out even 
small details, such as trees and 
houses. 

“We then added things like region- 
ally appropriate ground cover, we 
developed a water simulation for 
the oceans, developed an incred- 
ibly detailed worldwide atmospheric 
simulator, and [added] animal life,” 
said Neumann. 


Just as important as creating the 
Earth was crafting the metallic beasts 
that would soar high above it. Neu- 
mann told us that reaching a high level 
of authenticity with Microsoft Flight 
Simulator‘s aircraft was one of the 
“core pillars” of the game. This meant 
the team needed to spend a lot of time 
working with manufacturers and test 
pilots, scanning cockpits and frames, 
and recording engines in various con- 
figurations and real-world conditions. 

“It was a tremendous amount of 
work that we believe is critical to 


NOT JUS 
FLYING SOLO 


For some flight sim enthusiasts, the ability 


to get behind the controls of a plane, and 
head off into the horizon in quiet serenity, 
is the perfect way to play. For others, 
however, it can feel a little lonely without 
others to share the sky with. 
Building off of Microsoft’s Azure cloud 
infrastructure, Microsoft Flight Simulator 
rovide “one shared world” in which 
her seamlessly not only 


From tiny aerobatic 
airplanes to massive 747s, a 
wide variety of aircraft are 
waiting for pilots. 


achieving the level of authenticity 
necessary for delivering the very best 
experience,” Neumann added. 

And that component—the experi- 
ence—really seems to be at the heart 
of this project. All of the technical 
accuracy and environmental details 
in the world won’t mean anything 

if you don’t have a game that truly 
captures the joy and wonder of fly- 
ing. Thankfully, for everyone from 

the occasional flyboys to the serious 
simulator enthusiasts, Microsoft 
Flight Simulator is shaping up to be 
equal parts passion and technical 
prowess. 
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ar away from its near-future 
=m post-apocalyptic sibling 
The Last of Us Part Il, Ghost 


of Tsushima takes us back in time 
to 13th century Japan. As Mongol 
forces invade the island of Tsushima, 
samurai Jin Sakai fights to protect his 


family, his people, and his home— 
and fails miserably in his first attempt 
to do so. 

Jin’s story is then both one of he- 
roic redemption and emotional con- 
flict, as he struggles to honor samurai 
traditions that he knows won’t win a 
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UNCENSORED EVALUATIONS FROM THE GAMECENTER EXPERTS 


BY MOLLIE L PATTERSON 


war against such ruthless warriors. 
Ghost of Tsushima’s tale is an en- 
grossing one, and it always remains 
dramatic even as it stays grounded. 
This is an adventure that could have 
come straight from classic samurai 
cinema, which is especially true 

if you use the included Kurosawa 
Mode to make the game look and 
sound more like an old black-and- 
white Japanese film. 

Far more modern is Ghost of 
Tsushima’s combat and gameplay. 
As Jin gets deeper into his fight 
to free Tsushima, you'll be able to 
unlock two different sets of tech- 
niques for dispatching foes either 
near or far. Jin’s history as a samurai 
brings knowledge of both swords 
and bows, but his new path as the 


Sometimes it 
makes more sense 
to take out foes from 
the shadows than to 
rush in head on. 


shadowy “Ghost” offers up equip- 
ment and strategies more associated 
with ninjas. Together, they give Jin a 
varied arsenal that creates exciting 
battles no matter if you’re facing off 
against entire armies or solo samurai 
in duels. 

All of this takes place in an open- 
world recreation of the real-life isle of 
Tsushima. Liberating Jin’s homeland 
won't be easy, which means you’ll 
always have a ton of things to see 
and do all across the island. Missions 
are usually kept short, so even quick 
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play sessions can provide a satisfying 
feeling of accomplishment. A few of 
the mission types can drag a bit, but 
the game almost always allows you 
to focus instead on the main story 
objectives, if that’s your preference. 

Ghost of Tsushima is an experi- 
ence unlike most others that have 
come before it, especially if you’re a 
fan of the Japanese samurai movies 
of yesteryear. It may not be as big, 
or as brash, or as bold as The Last 
of Us Part II, but it’s definitely just as 
worthy of your time. G 


It may not be as 
big, or as brash, or 
as bold as [he Last 
of Us Part II, but 

it’s definitely just 
as worthy of your 
time. 


marking shoks 


DIRECTOR OF MARKETING EASY DAY STUDIOS, SKATER XL 


For many years, it seemed like the skate parks of the video game world had been 
abandoned for good. Now, however, skateboarding fans may have it better than 
ever. Along with the return of Tony Hawk’s Pro Skater and Skate, a few upstarts are 


bringing their boards to help give new life to the genre. One of those newcomers is 
Easy Day Studios’ Skater XL, and to find out more about that game’s unique bag of 
tricks, we spoke to the team’s director of marketing, Jeff Goforth. 


WGC: For all those fans hungry for a new 
skateboarding video game, what does 
Skater XL bring to the genre? 

Jeff Goforth: Fans of these games have 
famously been clamoring for a new Skate 
and a revival of an old franchise, but the 
question we started asking ourselves 
is—what would a skateboarding game 
designed from the ground up for the world 
of today look like? We’ve spent the last few 
years looking to answer that question, de- 
signing and improving Skater XL through 
Early Access, and moving toward the full 
launch of the complete game. 


The game is unique in 
that it doesn’t have anu 
tricks programmed 
into it, only control of 
the movement through 
the thumbsticks. 
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WGC: One of the most unique elements to 
Skater XL is that the game doesn’t have 
any pre-programmed tricks. Can you tell 
us more about how players can use that 
system to craft their own tricks? 

JG: The game is unique in that it doesn’t 
have any tricks programmed into it, only 
control of the movement through the 
thumbsticks. Each thumbstick is connected 
to the character’s corresponding foot—the 
right stick controls the right foot, the left 
stick controls the left foot. This, combined 
with completely physics-driven move- 
ment and a real-time character animation 
system, allows you complete responsive 
control of the skating movement. It’s a 
huge evolution from the gameplay driven 
by canned animations in past skating 
games. 


WGC: When players aren’t just skating 
around seeing what new tricks they can 
come up with, what kinds of other activi- 
ties and challenges does the game offer? 


JG: Skater XL was designed to be a tool 
that players can use to express their 
creativity in whatever form it takes, much 
like skateboarding itself. We think of it 
much more like learning to play a musical 
instrument. You are continually building 
your skills, and as you are doing that, you 
are unlocking more creative possibilities 
of how you can interact with these large 
environments. And while the gameplay is 
sandbox-style in nature, there are over 100 
challenges incorporated throughout the 
levels. This gives players a window into 
the types of tricks and combos that can be 
done, and some inspiration as to how the 
environments can be utilized. 


WGC: Speaking of those environments, 
the team has included some of the best 
community-created maps in the game. 
Why was it important to get the commu- 
nity involved with Skater XL on such a 
substantial level? 

JG: The community has been such an 
important part of the Early Access, and we 
really want to make sure that we continue 
to support and reward them as we move to 
multiplatform. Not only have they support- 
ed us throughout the journey and given 
us key insights into what players actually 
wanted out of a skateboarding game, but 
they are making some really cool content! 
As we continue into post-launch updates, 
we want to keep the community in the 
front of our minds and have plans to add 
more community-based features in the 
future. We see this as the start of what can 
be done with community-driven content. 


WGC: If one of the real-life pro skaters 
featured in Skater XL came up with a new 
trick in your honor, what would the trick 
be called, and what would it involve? 

JG: Ah, that’s a tough one. Tiago Lemos 

is really known for being a beast ona 
board, just with the amount of power he 
skates with. So he earned the nickname 
“Tiagozilla,” which | think could make for a 
pretty cool trick. A “Tiagozilla Slide” would 
be a switch backside tailslide on any ob- 
stacle, but as you ride away, you look back 
and the obstacle is completely destroyed 
and left as a pile of rubble. As you roll off, 
you breathe a little fire and move to your 
next spot [of] conquest. That would be 
pretty cool. G 
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